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GETTING STARTED 


Read this handbook for clear instructions on how to use each 
Microzine feature. 

Equipment You Need 

1. TV or monitor 

2. 48K Apple ® II Plus./fe, or lie 

3. Disk drive 

Apple ® is a registered trademark of Apple Computer, Irtc. 

How to Load Microzine 

1 . Open the disk drive door. 

2. Hold the disk with the label end facing you. 

3. Insert the disk slowly with the label facing up. 

4. Close the drive door. 

5. Turn on the computer and monitor (or TV). 

NOTE: Never remove or insert a disk whiie the disk drive's red 
iightison. 

If Microzine does not appear on the screen: 

• Turn the computer off. Turn it back on and try again. 

• Make sure the disk drive door is closed. 

• Have someone who knows how to hook up the drive check 
to see if it's hooked up correctly. 

Using the Table of Contents 

The Table of Contents is a list of programs, or features, in 

Microzine. Use this list to select the feature you want. 

Use the arrow keys to highlight each feature. When the feature 
you want is highlighted, press RETURN. (If the feature you 
select is on the other side of the disk, you will be told to turn 
the disk over and press RETURN.) 
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MALICE IN WONDERLAND 


A Twistaplot™ 

"I am the Mad Hatter. Follow these instructions to play 
'Calendar.' No, I mean 'Malice in Wonderland.' First, unplug 
your monitor and put the March Hare in itsplace. . .Oops! No, 

I mean leave your monitor plugged in. As a matter of fact — 
turn your monitor upside-down. No! No! I mean, turn the 
March Hare upside-down. Wait! Someone from the Mcroz/ne 
staff had better tell you what to do. . . At any rate, hurry and 
read these instructions! You must come to Wonderland and 
free us from the Queen of Hearts!" 



What You'll Find 

You will free Wonderland from the wicked Queen of Hearts by 
solving the Joker's tricky puzzles and defeating the Queen's 
Cardsmen. 

Moving Through Wonderland 

Use the following keys to move through Wonderiand: 

I to move up 
J to move left 
K to move right 
M to move down 
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Four Houses 

Wonderland is divided into four Houses— Hearts, Clubs, 
Diamonds and Spades. 

To free Wonderland, you must free each of the four Houses. 

To free a House, you must correctly answer one of the Joker's 
puzzles. 

Your Passport 

When you arrive in Wonderland you will be issued a passport. 

Use the arrow keys to choose which of the four houses you 
want to join — Hearts, Clubs, Diamonds, or Spades. 

Use your passport to keep track of the Houses you must 
free. A symbol representing each House of Wonderland will 
appear behind "jail bars" at the bottom of the passport. When 
you free a house, the jail bars will disappear. 

Your passport will also keep track of your rank. When you 
start the game, your rank will be the "2" of whichever house 
you belong to. For example, if you chose "Hearts," your rank 
would be the "two of Hearts." For each House that you free, 
your rank will be raised by two points. 

The Queen's Cardsmen 

When you face the Queen's Cardsmen, five of the Cardsmen 
will shuffle and then lie face down on the screen. Use the I, J, 
K, or M keys to chose a card, and then press RETURN. 

The Cardsman you choose will reveal his rank. If your rank is 
higher than the Cardsman's, you win the match. If your rank is 
lower than the Cardsman's, you lose, and your rank is lowered 
by two points. The higher your rank, the better your chance of 
beating the Cardsmen. 


6 



ANIMATION LAB 


What You'll Find 

With "Animation Lab" you can create and edit your own 
animations. 

Data Disk 

To use "Animation Lab," you will need a data disk initialized 
by the "Computer Stuff" feature in Microzine. Now is the time 
to initialize a data disk. (See page 31 .) 

"ANIMATION LAB" MAIN MENU 
"Animation Lab" has three functions, or things you may do. 
They are Make an Animation, View an Animation, and 
Introduction. 

Use the arrow keys to choose a function, and then press 

RETURN. 

Make an Animation 

Choose this function to begin a new animation, edit an 
animation saved on a data disk, or set the display options for 
an animation. 

Begin a New Animation 

Choose this option to create a new animation. An animation 
can have up to 50 frames, or pictures. You decide which 
character to use in your animation, and how the character will 
look in each frame. 

When you press ESC from this option, two new options will be 
added to the MAKE AN ANIMATION menu. They are Edit the 
Current Animation and Save the Current Animation. 

If you choose to Begin a New Animation, or Edit a Saved 
Animation without saving your current animation first, the 
program will ask "Do you want to save your animation? (Y/N)". 
Type Y for yes or N for no, and then press RETURN. 
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Choose a Character 

Use the arrow keys to choose a character to star in your 
animation, and then press RETURN. There are nine 
characters from which to choose: Large Human, Medium 
Human, Smaii Human, Robot, Horse, Dog, Frog, Octopus, and 
Flower. 

When you choose a character, the Create/Edit Screen will 
appear. 

The Create/Edit Screen 

The Create/Edit screen is divided into two parts: the animation 
area, which shows your animation one frame at a time, and an 
options line with the different options you may use to make 
your animation. 

Your character will appear as a stick figure in the animation 
area. Above the character is a label that shows the number of 
the frame you're working on and the total number of frames in 
the animation. 

Below the character, you will see six options. They are Move, 
Frame, Backup, Insert, Delete, and View. 



Use the arrow keys to choose an option, and then press 
RETURN. 
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Move 

Choose this option to move your character. 

There are two ways to move your character: you can bend the 
character at its joints, or you can move the whoie character to 
a new place on the screen. 

To bend a joint: 

• Press the I, J, K, and M keys to move the cursor to the joint 
you want. Press G to move the cursor to the character’s 
central joint. 

• Press the E, S, D, and X keys to move the joint up, down, 
left or right. (You can bend any joint except a character's 
central joint.) 

To move the character to a new place on the screen: 

• Press the G key to move the cursor to the character's 
central joint— for example, a human character's waist. 

• Press the E, S, D, and X keys to move the whole character 
up, down, left or right on the screen. 

You can move any or all of a character's joints in each frame. 

When the character is in the position you want, press ESC. 
You will return to the Create/Edit screen, and the character will 
appear in the new position. 

Frame 

Choose this option to move to the next frame of your 
animation. 

The number of the frame on the screen will change, and you 
can create the next picture in your animation. 

The number of the current frame (the frame you are working 
on) and the total number of frames in your animation are 
displayed at the top of the Create/Edit screen. 
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For example, if you are working on the fourth frame of a 12- 
frame animation, the label "FRAME 4 of 12" will appear at the 
top of the screen. 



Backup 

Choose this option to backup, or go back, to the previous 
frame of your animation. 

The picture on the screen will change to the one you created 
for the previous frame. You can "backup" as many frames as 
you want, until you reach the first frame of your animation. 

Insert 

Choose this option if you want to insert, or add, a frame 
between the frame that is currently on the screen and the 
previous frame. 

For exampie, if you wanted to insert a frame between frame 2 
and 3, you would choose FRAME and press RETURN until 
you reached FRAME 3 of your animation. 

Choose INSERT. Now choose MOVE and change the 
position of your character. When you press ESC, the new 
frame will be inserted between frames 2 and 3. The "old" 
frame 3 is now frame 4. 
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"Betweening” 

"Animation Lab" can heip you create animations by 
"betweening" the positions of your character, or putting new 
positions in between positions that you have already created. 

For example, if you position your Small Human character so 
that its left arm is held down at its side, and then position it so 
that its left arm is held above its head, "Animation Lab" can 
"between" those positions so that the left arm is held between 
the first and second positions. 


I •-J _i 


.■tl. 

l" 1 "l 

r\ 

'A 

w 

/V 


1 1 

! 1 

1 1 

Position 

Position 

"Betweened 

One 

Two 

Position 


To "between" a position between two frames, move to the 
second frame and choose INSERT. "Animation Lab" will 
automatically position your character halfway between its 
position in the first frame and its position in the second frame. 

For example, if you had a two-frame animation like this: 



Frame 1 of 1 Frame 2 of 2 
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Move to FRAME 2 and then choose INSERT. Your character’s 
position wiii be "betweened", and your animation will now look 
like this; 



I I 


Frame 1 


-1 






1 1 

1 1 

Frame 2 

Frame 3 


Delete 

Choose this option to deiete, or erase, the frame that is on the 
screen. 

The frame wiii be deieted and the previous frame wiii appear. 
View 

Choose this option to view aii of the frames in your animation. 
Press RETURN to start or stop the animation as you view it. 

Edit a Saved Animation 

Choose this option to edit an animation that is saved on a data 
disk. 

Use the arrow keys to choose the animation you want to edit, 
and then press RETURN. The first frame of the animation wiii 
appear on the Create/Edit screen. 

Edit the animation the same way you did in "Begin a New 
Animation." (See page 7.) 

Set Options 

Choose this option to set up the way your animation wiii 
appear on the screen. There are five options: Dispiay 
Previous Frame, Do Not Dispiay Previous Frame, View in 
Animation Mode, View in Time-Lapse Mode, and Correct 
Monitor Distortion. 


12 



Use the arrow keys to choose an option, and then press 
RETURN. When you choose an option, an asterisk (*) wiii 
appear next to it. 

Display Previous Frame 

Choose this option to dispiay, or show, a dotted-iine figure of 
the position of your character in the previous frame, aiong with 
the stick-figure of your character. 

For exampie, if you were working on FRAME 2, a dotted-line 
figure of your character's position in FRAME 1 would also 
appear on the screen. 
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Do Not Display Previous Frame 

Choose this option to not display, or not show, a dotted-line 

figure of your character's position in the previous frame. 

Only the stick-figure of your character for the current frame will 
appear. 

View in Animation Mode 

Choose this option to see only one frame of your animation at 
a time while viewing the animation. 
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View in Time-Lapse Mode 

Choose this option to have each frame of your animation 
remain on the screen as you view the entire animation. Aii of 
the positions of the character wiii be visible when the 
animation ends. 



Correct Monitor Distortion 

Choose this option to correct, or adjust, the picture on your 
monitor. 

A circle will appear on the screen. Press the arrow keys to 
make the circle look as round as possible. When the circle is 
as round as you can make it, press RETURN. 

Edit the Current Animation 

Choose this option to make changes to the current animation 
(the animation that you are working on). 

The Create/Edit screen and the first frame of the animation will 
appear. Edit the animation the same way you did when 
creating your animation. 
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Save the Current Animation 

Choose this option to save your animation on an initiaiized 
data disk. 

The program will ask you to type in the name of the animation. 
Each animation can have a name up to fourteen characters 
long. 

If you try to save an animation with the same name as an 
animation already saved on disk, the program will ask if you 
want to replace the old animation with the new one. Type Y 
for yes or N for no. 

View an Animation 

Choose this function to view an animation that has been 
saved on a data disk. Before you view an animation, you must 
choose the animation, character type, character color, and 
background color. 

Choose an Animation 

Use the arrow keys to choose the animation you want to view, 
and then press RETURN. 

Choose Character Type 

The character in your animation may be shown in two ways: 
as a stick figure, or as a solid figure. 



stick Human Solid Human 


Use the arrow keys to choose the type of character, and then 
press RETURN. 
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Choose Character Color 

The character in your animation may be shown in one of six 
coiors: green, purpie, orange, biue, white, or black. 

Use the arrow keys to choose the color, and then press 

RETURN. 

Choose Background Color 

The background color of your animation depends on the color 
you chose for the character. If the character is green, purple, 
orange or blue, the background must be black or white. If the 
character is black or white, the background can be any one of 
the five remaining colors. 

Use the arrow keys to choose the color, and then press 

RETURN. 

Once you've made your choices, you may view the animation. 

Press RETURN to start or stop the animation. 

Press a number key from 1-9 to change the speed of the 
animation. The number 1 will show the animation at its 
slowest speed. The number 9 will show the animation at its 
fastest speed. 

Introduction 

Choose this function to read and watch a fun introduction to 
"Animation Lab." 
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CALENDAR! 


Do you want to find out what day of the week you were born, 
or what event happened today in history, or write yourself a 
memo for December 8, 2001 ? With "Calendar!" the past, 
present, and future are yours as you turn your computer into 
an electronic calendar. 

What You'll Find 

With "Calendar!" you will make and use a 200-year-long 
calendar. You can read memos about famous historical 
events. You can also make your own personal calendars, 
and print the calendars out. 

Data Disk 

To use "Calendar!", you will need a data disk initialized by the 
"Computer Stuff" feature in Microzine. Now is the time to 
initialize a data disk. (See page 31 .) 

Printer 

To print a calendar, you will need a printer that is compatible 
with the Apple II Plus, Uq or He. 

"CALENDAR!" MAIN MENU 

"Calendar!" has four functions or things you may do. They are 
Look at the Microzine Calendar, Make or Edit Your Own 
Calendar, Print a Calendar, and Instructions. 

Look at the Microzine Calendar 

Choose this function to look at theMicrozine calendar. This 

calendar goes from January 1 901 , to December 2099. 

The month of January 1987, will appear on the screen. Use 
the following commands to look at the Microzine calendar: 

• 4- or -+ to page: Press the (Left Arrow) key to page back 
a month. Press the (Right Arrow) key to page fonward a 
month. 

• S to skip: Type S to skip forward or backward to any month 
in the calendar. 
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The words "MONTH" and "YEAR" will appear at the top of the 
screen. Type the number of the month to which you want to 
skip, and then press RETURN. (For example, January is 1 , 
February is 2, and so on.) Then type the year to which you 
want to skip, and then press RETURN. The calendar for the 
month and year you chose will appear on the screen. 

• M for memo: Type M to read memos about historical events. 
Move the cursor to the day for which you want to read a 
memo, and then press RETURN. 

The historical memo for that day will appear. 


<01 > 


DAY #1 


JAH 1 


Paul Revere <patriot> b. 1735 


Press RETURN to continue 
or ESC to quit. ■ 
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When you have finished reading the memo, press RETURN. 
You may choose to read a memo for another day. When you 
are done reading memos for that month, press ESC. 

• ESC to quit; Press ESC to go to the MAIN MENU. 

The program will ask, "Do you wish to quit here? (Y/N)." 

Type Y for yes or N for no. 
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Moving the Cursor 

Use the following keys to move the cursor: 


Apple II Plus 

I to move up 
J to move left 
K to move right 
M to move down 


Apple /fe/llc 

T to move up 
i- to move left 
to move right 
i to move down 


Make or Edit Your Own Calendar 

Choose this function to make or edit your own calendar. Your 

calendar may go from January 1901 , to December 2099. 


The program will tell you to insert an initialized data disk in the 
drive, then press RETURN. 


NOTE: You can only have one calendar per data disk. 

If you are making a new calendar, insert a blank initialized 
data disk in the drive. 


if you are editing or iooking at a calendar already saved on a 
data disk, insert that calendar's data disk into the drive. 

Your own calendar will work the same as the Microzine 
calendar except you can add, read, and delete four kinds 
of memos. 

Memos 

Your own caiendar can have four types of memos under each 
date: Daiiy, Monthly, Yearly, and Holiday. 

Daily memos appear on only one specific day of one specific 
year. For example, a daily memo could appear on September 
6, 1986. Use daily memos to keep track of appointments or to 
record daily events. 
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Monthly memos appear on the same date each month in 
every year. For example, a monthly memo could appear on 
the 15th of every month, from 1901 to 2099. Use monthly 
memos to keep track of monthly events, such as when your 
Computer Club dues are due. 


Yearly memos appear on the same date each year. For 
example, a yearly memo could appear on October 28 every 
year from 1901 to 2099. Use yearly memos to keep track of 
events that happen once a year, such as birthdays. 

Seven Holiday memos will automatically appear on your 
calendar eveiy year. They are: New Year's Day, Valentine's 
Day, St. Patrick's Day, Independence Day, Halloween, 
Thanksgiving, and Christmas. 


M for Memo 

Type M to use the Memo options. A Memo menu will appear 
in the upper-right corner of the screen. 
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Press t or ■I to choose, 
then RETURN or ESC to quit. 


Use the arrow keys to choose a Memo, then press RETURN. 
Add a Memo 

Choose this option to add memos to your calendar. 

Move the cursor to the day to which you want to add a memo, 
and then press RETURN. 
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The words Daily, Monthly, and Yearly will appear in the upper- 
right corner of the screen. (See "Memos," page 19.) 



Use the arrow keys to choose the type of memo you want, and 
then press RETURN. 

A blinking cursor will appear at the bottom of the screen. Type 
in your memo, and then press RETURN. 

A dot will appear in one of the corners on that day's "box" on 
the calendar. The dot represents the type of memo you wrote. 
(See "Memo Key," page 23.) 
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You may have one Daily, Monthly, and Yearly memo for each 
day. If you add a Daily, Monthly or Yearly memo to a day 
that already has that same type of memo, the new memo will 
replace the old memo. For example, if you have a Daily 
memo for July 2, then add another Daily memo to July 2, the 
new Daily memo will replace the old Daily memo. 

You may now add a memo to another day, or press ESC to 
return to the Memo menu. 

Read a Memo 

Choose this option to read memos that have been saved in 
your calendar. 

Any day that has a memo saved under it will have a dot in one 
of the four corners of its "box" on the calendar. (See "Memo 
Key," page 23.) 

Move the cursor to a day that has a memo, and then press 

RETURN. 

Any memos for that day will be displayed in the following 
order: Holiday, Daily, Monthly, and Yearly. 

You may then choose another day's memos to read, or press 
ESC to return to the Memo menu. 

Erase a Memo 

Choose this option to erase memos in the calendar. 

Move the cursor to the day whose memo you want to erase, 
and then press RETURN. The memos for that day will be 
displayed in the following order: Daily, Monthly, and Yearly. 

Press RETURN to keep the memo. 

Type E to erase the memo. The computer will ask if you are 
sure you want to erase the memo. Type Y for yes or N for no. 
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If you type Y for yes, the memo will be erased, and the memo 
"dot" for that date on the calendar will disappear. (See "Memo 
Key," beiow.) 

If you type N for no, the memo will not be erased. 

When you have finished erasing memos for one day, you may 
choose another day's memos to erase, or press ESC to 
return to the Memo menu. 

NOTE: You cant erase Holiday memos. If you erase a 
monthly memo, it will be erased from every month in the 
calendar. If you erase a yearly memo. It will be erased from 
every year in the calendar. 

Memo Key 

The Memo Key appears in the lower right-hand corner of the 
screen. Look at the Memo Key to teil what kind of memo has 
been saved under a day on the caiendar. 


Monthly . 

. Yearly 
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Daily . 

. Holiday 


For exampie, if there is a dot in the upper-left corner of 
January 23, by looking at the Memo Key you will know that a 
Monthly memo has been saved under that day. 

"Day” Number 

After you choose a Memo option, the "Day" number will 
appear at the top of the screen. The "Day" number is the 
number of days a particular date is from January 1 of that year. 
The "Day" number will change depending on which day the 
cursor is on. 

For exampie, if the cursor is on February 14, the "Day" number 
wiil be "DAY #45," because February 14th is the 45th day of 
the year. 
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=ss arrows keys to choose day., 
then RETURN or ESC to quit . 


Print a Calendar 

Choose this function to print a caiendar. 

The computer wiii ask you to type in the beginning and end 
dates of the caiendar(s) you wish to print. 

Type these dates the same way you do when you use the 
Skip option. (See "S to Skip," page 1 7.) 

For exampie, if you want to print a two-year calendar from 
January 1988, to December 1989, you wouid first type 1 (the 
number for January), and 1988 for the beginning date, and 
then type 12 (the number for December), and 1989 for the end 
date. The computer would then print a two-year calendar from 
January 1 988, to December 1 989. 

The computer will then ask, "Is your printer turned on and your 
paper aligned? (Y/N)." Type Y for yes or N for no. Press 
ESC to stop printing your calendar. 

NOTE: The program \mH not print the Microzine calendar's 
memos, or your own calendar's memos, or memo "dots." 

Instructions 

Choose this function to learn more about "Calendar!" 
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ESTIMATOR 


The night of the party is aimost here, but you’re stiil not sure 
how many guests you wiii have. When you go to the grocery 
store for iast-minute shopping, you have to make a decision: 
How much Puffee POPi-Corn should you buy? You must 
become an "estimator," and estimate how much food to buy for 
your guests. 

We make estimations like this every day. This program will 
help you develop your skills at estimating heights and 
fractions. 

What You'll Find 

"Estimator" has two fun estimating games you can play by 
yourself or with friends. 

"ESTIMATOR" MAIN MENU 

"Estimator" has three functions, or things you may do. They 

are Microzine Building Test, Pie Puzzle, and Instructions. 

''Microzine Building Test" 

Choose this function to play "Microzine Building Test." The 
computer will ask if you need instructions. Type Y for yes or N 
for no. 

The computer will then ask you how many players will take the 
"Microzine Building Test." 

Use the arrow keys to choose the number of players. Up to 
four players may play. 

The Microzine Building will appear on the screen. The 
computer will ask a player to choose a height for the building. 
The number must be between 1 00 feet and 999 feet. 

NOTE: if you are piaying with friends, you shouid take turns 
choosing a height for the buiiding at the beginning of each 
round. 
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The computer will ask Player 1 to move the arrow to a certain 
number of feet. 

For example, if the building is 450 feet tall, the computer might 
ask Player 1 to move the arrow to 338 feet. 
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Use arrow keys to mooe^the arrow, 
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Use the arrow keys to move the arrow up or down to where 
you estimate the height is located. Then press RETURN. 

The computer will tell you the height you've moved the arrow 
to, and will tell you by how many feet you are off (if any). 
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For example, Player 1 might have to move the arrow to 471 
feet. After Player 1 moves the arrow, the computer might show 
that the arrow is really at 407 feet and that Player 1 is off by 64 
feet. 
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If you are playing alone, the computer will ask if you want to 
play again. Type Y for yes or N for no. 

If you are playing with friends, the computer will ask the next 
player to move the arrow to a certain height on the building. 
When all of the players finish their estimations, the computer 
will display the results. The player, or players whose esti- 
mation is the closest will win the round. 

The computer will ask if you want to play again. 

Type Y to play another round. The computer will ask a player 
to choose a new height for the building. 

Type N if you are finished playing "Microzine Building Test." 
The computer will add up how many rounds each player has 
won. The player who wins the most rounds wins the game. A 
game may have as many rounds as you want. 
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Pie Puzzle 

Choose this function to play the Tie Puzzle." The computer 
will ask if you need instructions. Type Y for yes, or N for no. 

The computer will then ask how many players will try the "Pie 
Puzzle." Use the arrow keys to choose the number of players. 

A pie will appear on the screen. The computer will ask Player 
1 to shade in a portion of the pie. 

For example, the computer might ask Player 1 to shade in 1/6 
of the pie. 



Use the arrow keys to shade in what your estimation is for that 
portion of the pie. Then press RETURN. 

The computer will tell you how much of the pie you've shaded, 
and will tell you by how much you are off (if any). 
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For example, Player 1 might have to shade in 1/6 of a pie. 
After Player 1 moves the arrow, the computer might show that 
Player 1 is off by 1/36 of a pie. 



If you are playing alone, the computer will ask if you want to 
play again. Type Y for yes or N for no. 

if you are playing with friends, the computer will ask the next 
player to shade in part of the pie. When all of the players finish 
their estimations, the computer will display the results. The 
player or players whose estimations were the closest win the 
round. 

The computer will ask if you want to play again. 

Type Y to play another round. 

Type N if you are finished piaying "Pie Puzzle." The computer 
will add up how many rounds each player has won. The 
player who wins the most rounds wins the game. A game may 
have as many rounds as you want. 

Instructions 

Choose this function to learn how to play "Microzine Building 
Test" and "Pie Puzzle." 
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COMPUTER STUFF 


"Computer Stuff" has two functions, or things you may do. 
They are Change Disk Drive/Printer Setup, and initiaiize a 
Data Disk. 

Changing Number of Disk Drives 
Microzine assumes you have one disk drive. If you have two, 
choose Change Disk Drive/Printer Setup. Then follow the 
instructions given. 

The advantage of having two drives is that when you need to 
use a data disk, you will be able to put it in the second drive. 
You will not have to take the Microzine disk out of its drive. 

Microzine has been changed to assume two drives and you 
have only one, choose Change disk drive/printer setup and 
change back to one drive. You don't have to change the 
number of drives each time you use Microzine — it remembers. 

Changing Printer Setup 

Microzine assumes that you do not have a printer. If you have 
a printer, Microzine assumes it is connected to Slot 1 . 

If you have a printer, choose Change disk drive/printer setup. 
Then follow the instructions. 

If you do not know what slot number your printer is connected 
to, ask somebody who does know, or just press RETURN. 
The computer will then assume the answer is Slot 1 . 

You don't have to change the printer setup each time you use 
Microzine— \\ remembers. 


30 




Initializing a Data Disk 

A data disk is a biank disk (or one that you don't mind erasing) 
that has been initiaiized by Microzine. 

initiaiizing a disk gets it ready to save your data for Microzine. 
The computer sets up a fiiing system by dividing the disk into 
sections, called tracks and sectors. Each brand of computer 
uses its own filing system. For instance, a disk initialized by 
your Apple can only be used on Apple computers. 

To initialize the disk, choose the second function on the MAIN 
MENU. The computer will tell you that you need a blank disk, 
or one you don't mind erasing. Press RETURN and the 
computer will tell you to put the disk in the drive. If you're set 
up for one drive, take the Miaozine disk out of the drive and 
put in your disk. If you're set up for two drives, just put your 
disk in the second drive and then press RETURN. 

The computer will tell you that the disk will be erased. It asks, 
"Do you want to go ahead? (Y/N)." Type Y if you do and then 
press RETURN. Type N and press RETURN if you don't 
want to go ahead. 

The computer will tell you when the disk has been initialized. 
Press RETURN, then put Microzine back in the drive. Press 
RETURN again and you will be sent back to the menu. Press 
ESC to get back to the Microzine Table of Contents. You now 
have a data disk. Use it for "Calendar!", "Animation Lab," or 
any Microzine feature that requires a data disk. 
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Malice in Wonderland 



Animation Lab 



Calendar! 



Estimator 
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fW / CrOZin 0 a computer Learning Library on a Disk"' 


On this disk: 

Malice in Wonderland 

The citizens of Wonderland have been imprisoned by the 
Queen of Hearts and her Royal Hench-cards. Can you free 
them? You'll have to face the Joker and his terribly tricky 
math puzzles. All of the decisions are yours in this fantasy 
adventure. 


Animation Lab 

Create your own animated movies with this easy-to-use fea- 
ture. Choose a human, an animal, or a robot to star in your 
movie, then move them by positioning their limbs and joints 
for each frame. View your animation as a continuous movie, 
or in time-lapse mode. You can edit and save your movies. 

Calendar! 

Will your birthday fall on a week-end in the year 2000? Who 
was born on July 4? This utility will tell you! Look at the 
Microzine calendar for daily historical memos. Then create 
your own calendar and save your own daily, monthly or 
yearly memos. You can print out your calendars, too. 

Estimator 


How many floors are in the Microzine Building? How many 
slices are in the pie? Use your best estimating skills to find 
the answer. You can test your own skills or play against your 
friends. 


Learning Opportunities: Reading for detail and compre- 
hension, math, art and design, sequencing, creative writ- 
ing, computer literacy. 

Contents: 1 two-sided disk, 1 back-up disk, 1 handbook, 1 teacher's 
guide, 1 questionnaire, 1 newsletter. 


Designed and developed by Information Technology 
Design Associates, Inc. 


Art Director: Sandi Young Cover Art: Greg Couch 
Copyright © 1986 by Scholastic Inc. 

Graphics created with Penguin Soft- 
ware's Graphics Magician. Character 
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© 1983, Tim Cimbura. 
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Scholastic Guarantee 

This computer program has been 


thoroughly tested by Scholastic 
among teachers and children and 
is designed to challenge, stimu- 
late, and entertain your child. It 
reflects Scholastic's more than 65 
years of experience in developing 
young minds. 








